PEACE.This is 'Crop Town', a game about livelihood. This is a card game. In order to start playing, you had to have these cards. These cards are for a game of twenty players:

30 cards of 'Bright', 'Mild', 'Dim', 'Gloomy', 'Dark', 'Disaster'. 20 cards of 'Presence', 'Building Land', 'Merchantile Land', 'Manufacture Land', 'Agriculture Land'. 2 cards of 'Public House Collateral'. 
28800 cards of 'Land Acreage'. 20 cards of 'Wife', 'Husband', 'Boy', 'Girl', 'Woman', 'Man'. 28800 cards of 'Goods', 'Raw Goods', 'Raw Foods', 'Foods', 'Food Coupon'. 160 cards of 'Collateral'.

Assumptions:
1. Every month has 30 days.
2. 'Collateral' is expandable and shrinkable.
3. 'Public House Collateral' is expandable and shrinkable.
4. 'Disaster' is as probable as 'Bright', 'Mild', 'Dim', 'Gloomy', and 'Dark'.
5. One 'Food' equals to one 'Food Coupon'.
6. Can only have a 'Boy' and a 'Girl' for each player.
7. 'Boy' becomes 'Man', 'Girl' becomes 'Woman'.
8. Only 'Man' and 'Woman' are able to marry, 'Boy' and 'Girl' cannot marry.
9. Either 'Man' or 'Woman' becomes 'Presence' right after 'Presence' dies, depending on player's assumed gender in this game.
10. 'Presence' dies either from a drought of 'Food' for two days, or after 100 years.
11. A year in game equals to 12 months.
12. Each day lasts 12 rounds. Each round lasts one turn for each player.

How to play? Instructions as follows:
1. Have cards that deal with weather shuffled, decked, and put aside. Have cards that deal with living be scattered at the centre of where the game is being played. Have 'Presence' as the starting card for each player.
2. Pull out a card that deals with weather, and play one turn for each player until 12 rounds. Then, pull out another card that deals with weather, and play another 12 rounds, and so forth.
3. You can end the game by saying, "This is the last round.".
4. You can quit from the game by saying, "This is my last round.".
5. You can pause the game by saying, "This is our last round, until next time.".

What can you do each turn: 
1. Foraging by scavenging the centre for a suitable card.
2. Dealing with living.
3. Go to public house, other player's land, or to centre.

What can you do every 2 turns:
1. Producing 'Raw Foods' at 'Agriculture Land', 'Foods' from 'Raw Foods' at 'Manufacture Land', 'Raw Goods' at 'Agriculture Land', 'Goods' from 'Raw Goods' at 'Manufacture Land'.
2. Using 'Goods' to repair 'Collateral'.
3. Declare '... Land'.
4. Claiming a 'Land Acreage'.
5. Producing 'Food Coupons' from 'Goods', at 'Merchantile Land'.
6. Working at another player's land, for 'Food', 'Food Coupons', 'Goods', 'Raw Goods', and 'Raw Foods'.
7. Sleeping.

What activities that require many turns? Here:
1. Establishing 'Collateral', of which takes one day at minimum.
2. Be a guardian of 'Public House Collateral', of which players have to post themselves every day, if that is built. Players can decide who wants to be there for the next day, every day.
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